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AIRCRAFT MAX 
TYPE SPEED 


C.ZEKE 
LZEKE 
VAL 
KATE 
BETTY 
NELL 
JUDY 
F4F 
F2A 
P39 
SBD 
SB2U 
TBD 
TBF 
B26 
B25 
B17 
A24 
SEAPLANE 
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AIRCRAFT CHARACTERISTICS 
AIR-TO-AIR COMBAT 


AIRCRAFT BOMBER 
ENDURANCE ACCURACY ATTACK SURVIVE 
4 = 20 20 
ie 17 17 
> (2) 3 
i 7/3* (2) 3 
é 4/2 2) 3 
10 1 ©) 3 
: = (2) S 
: = 17 20 
3 = 10 2 
2 - 12 10 
5 9 (4) 93 
1 (A) 4A 
3 2/1 (1) 1 
4 2/1 (4) 8 
a 1 (5) 10 
id 1 (5) 10 
: 1 (12) 25 
1 (4) 9 
6,18 = (0) 0 
«In the Midway scenario the land based 





d-hased 


= ship-based, lan¢ 


AIRCRAFT CLASSIFICATION 
FIGHTERS: ZEKE, F4F, F2A, P39 
DIVE BOMBERS: VAL, SBD, SB2U, Ac4 
KATE, TBD, TBF 


TORPEDO BOMBERS: 
TTY, NELL B17, B25, B26 


« LEVEL BOMBERS: BE 


RECONNAISSANCE: JUDY 
B26 may sometimes carry 
d as level bombers. 


nd 


* Although the B ETlYa 
till classifie 


torpedoes, they are Ss 


Akagi 12 Lexington 
Kaga 12 Saratoga 
Hiryu 12 Yorktown 
Soryu 12 Enterprise 
Shokaku 12 Hornet 
Zuikaku 12 Wasp 
Junyo 9 

Shoho 6 

Zuiho 6 

Ryujo 6 

3 


Hosho 





MINIMUM OPERATION LIMITS 


SBDs have an accuracy of 1. The land 
based VALs and KATEs are 50% as 
accurate as the carrier based versions. 
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PILOT ABILITY 
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SCENARIO U.S. PILOTS 
Coral Sea —1 
Midway 0 

Eastern Solomons +1 
+1 


Santa Cruz 










AA gun 
CL main gun 


CA main gun 
YAMATO main gun 
NAGATO, MUTSU 
main gun 
Other Japanese 
BB main gun 


SHIP DAMAGE 
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JAPANESE PILOTS 
eS 
+4 
0 
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American BB 
main gun 
24 torpedo 
24 torpedo 
AP-bomb 
HE-bomb 
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Each time a bomb, torpedc 



























aft status’ display for the 
Japanese Carrier Soryu 


Aircraft status display fortheU.S 


Status dispta if 
base of Midway, lei? oe deed 


ALL SCREEN DISPLAYS SHOWN HERE ARE FROM THE APPLE™ DISPLAYS FROMOTHER COMPUTER(S) MAY VARY 


11.6 Non-Combat Aircraft Losses 


Air missions are subject to non-combat losses each time 









f hey ent anding pattern. In daylight with 0% overcast air 
a the computer checks f 4 missions will average 0.5% (each aircraft has 1 chance in 200) 
occurred. The chance of a pe ld osses landing. Losses are increased by 1% for every 10% of 
BUSINESS REPL’ _ the explosive rating of th ove) divided bythe oo Sever and'by towels NIGHT tum. 
- defense ‘or of the shi if, \ r he loss 
CLASS PERMIT NO. 910, MOUN. 4 dete fs thaty licausenormaldamage yy Bale Ona night turn wit 6 overcas S rate 
$e plus possible fires, propuls oss and/or destruction of the 3 
5 Ios ship's weapon systems. Bomb or gun hits that fail to penetra 11.7 Scenario Duration 
WILL BE PAID se or 1 dame ~ 
es oH Tormedo ie Hae foe ate will cause DOUBLE damage, a The computer is programmed to end each scenario on 
loss of at least 5 kts speed plus possible fires, and destruction a Particular date: 
of weapon systems. Torpedo hits that fail to penetrate will cause CORAL SEA 8 MAY 42 
normal damage and a loss of at least 5 kts speed. MIDWAY 7 JUN 42 
TEGIC SIMULA Carriers hit by bombs, torpedoes or gunfire may sustain EASTERN SOLOMONS 25 AUG 42 
IS li - additional damage if there are readied aircraft on the eGSS: SANTA CRUZ 27 OCT 42 
tierlin Road, Build; The weapon hit will randomly select an aircraft type and if uh For each the game will automatical| th 
i e of aircraft is on deck then % of those aircr Il be or scenario Cally at the 
untain View, CA 94( Boe ee and the fire level will be increased approximately by completion of the 2100-hour turn 


1 for each aircraft destroyed. If the destroyed aircraft were 


armed with bombs or torpedoes then the fire level would in- 


crease approximately by 3 for each aircraft destroyed. 


NWhhbiMiuhah 11.3 Damage Effects 


pul out 


will gain an average of 3 fire levels per turn 


will frequently suffer loss of propulsion 


15 kts. 


maximum speed minus the fire level. 
11.4 Base Damage 


Bases may suffer damage if subjected to bombing or 
coastal bombardment Bases suffer 1-2% damage each time 
they are hit 

At the end of each turn bases will repair 10% of their 
damage. Bases with over 25% damage will be unable to 
operate aircraft. In the Midway scenario, Japanese transports 
may not unload on Midway unless there is 50% or more 
damage on the base. 


EXAMPLE: A base with 40% damage will repair to 36% 
| damage after one turn 


11.5 Weather 


/ The two elements of weather that affect game operations 

| are WIND DIRECTION and CLOUD COVER. Wind direction 

| affects the ability of carriers to launchand recover aircraft, while 
cloud over affects the ability of air missions to locate enemy 
TFs/bases. 

The weather conditions are subject to change at the start of 
each turn. There is a 20% chance that the wind direction will 
change (the new direction is determined randomly). Cloud 
cover may vary by plus or minus 25% each turn. 

The ability of aircraft to locate enemy TFs and bases is 
reduced by the cloud cover percentage. Also the number of 
ships spotted in the SIGHTING REPORT will be reduced by the 
cloud cover percentage. 





A ship that sustains damage points greater than or equal to 
its defense factor will sink. Any ship with a fire level greater than 
zero may sustain additional damage each turn until the fire is 


On the average, a ship's fire level will be reduced by one 
point each turn unless the fire is out of control. If the fire level 
is greater than the ship's defense factor, it is out of control and 


Ships that have suffered more than 50% damage may sus- 
tain additional damage each turn. Ships with over 50% damage 


Damage to carriers may prevent them from conducting 
flight operations. Flight operations will be suspended if any of 
the following conditions exist: (1) fire level is greater than 4 
(2) damage is greater than 25% (3) maximum speed is less than 


Fires will prevent ships from operating at maximum speed. 
The adjusted maximum speed of a burning ship is equal to the 


11.8 Aircraft Classification 
Aircraft used in the game are Classified as follc 
FIGHTERS: ZEKE, F4F, F2A, P39 
DIVE BOMBERS: VAL, SBD, SB2U, A24 
TORPEDO BOMBERS: KATE, TBD, TBF 
LEVEL BOMBERS: BETTY, NELL, B17, B25, B26 
RECONNAISSANCE: JUDY 
Although the BETTY and B26 may sometimes carry 
torpedoes they are still CLASSIFIED as level bombers. 


11.9 Aircraft Base Restrictions 


Aircraft with a name prefix of “C." are carrier based aircraft, 
Aircraft with a name prefix of “L.” are land based. Carrier based 
aircraft may operate from either carrier of land bases. Land 
based aircraft may never land on a carrier. 

Aircraft classified as level bombers may notbe READIED at 
a base with an operation limit less than 60. 


11.10 Radar 


During all scenarios, the American player will receive radar 
reports of Japanese air missions in the same hex with friendly 
TFs. Radar reports will be rough estimates (usually exaggerated) 
of the number of aircraft in the enemy air mission. Radar may 
occasionally fail to detect some enemy missions (the chance of 
failure varies with the size of the mission). 


11.11 Pilot Ability 


The differing abilities of the pilots in the four scenarios is 
accounted for by altering bomber accuracy and air-attack and 
survivability ratings as follows: 


SCENARIO US PILOTS JAPANESE PILOTS 
Coral Sea —1 —1 
Midway 0 +1 
Eastern Solomons +1 0 
Santa Cruz +1 0 


12.0 SCORING 


At the end of the game the players score points for sinking 


and damaging enemy ships/bases and points for each sur- 
viving combat aircraft. The Japanese player scores points for 
successfully unloading “assault points” at an enemy base. 


12.1 Sunk Ships 


Points awarded for sinking enemy ships equals TWO X 


DEFENSE FACTOR. If enemy carriers have been sunk addi- 
tional points are awarded equaling the aircraft capacity of the 


a = et en 


ee me 












carrier. If Mic Ss captured the Japanese player receives 
points as if sunk” a carrier with a defense factor of 80 
and a capacity of 150 (310 points) 
12.2 Damaged Ships/Bases 

Points received for damaging enemy ships/bases equals 1 
per damage point plus 1 per fire level (your opponent may score 
more points if you let your ship burn than if you SCUTTLE it) 


12.3 Surviving Aircraft 


One point ed for each friendly combat aircraft ON. A 
CARRIER OF SE at the end of the game 
anese Assault Points 


12.4 Jz 
Or 5 received for eact 
unl tan enemy base. 


panese assault point 15 


12.5 Handicap Points 


The Japanese player will receive 100 points in the Eastern 
Solomons scenario. The U.S. player will receive 100 points in 
the Santa Cruz scenario. 


VICTORY CONDITIONS 


At the end of the game victory points will be calculated and 
the level of victory will be determined by comparing the scores 
of the two players 


13.0 


ww. 


13.1 Victory Levels a 


Subtract the Japanese Victory Points from the American 
Victory Points and compare the results to the following table to 
determine the victory level 





and up American Decisive Victory 
300 to599 American Substantive Victory 
100 to 299 American Marginal Victory 
—99 to 99 Draw 
—299 to-100 Japanese Marginal Victory 
—599 to —300 Japanese Substantive Victory 
—600 orless Japanese Decisive Victory 


14.0 SOLITAIRE PLAY 


When playing solitaire games the computer will command 
the Japanese forces. There are 4 levels of solitaire difficulty. The 
level of difficulty is determined when starting a new game and 
may be altered when restarting a saved game. As the level 
number is decreased the Japanese forces will perform searches 
more efficiently. These levels may be used to handicap a two 
paver game if desired. Level 3 is considered the “historical” 
evel. 

It is possible to start a game in solitaire mode, save it, and 
then restart itas a two-player game. To do this, setthe main menu 
to two-player mode before reloading the saved game data. 

It is possible to save a two player game and restart it as 
a solitaire game. This should only be done experimentally as 


the computer may be confused by many human devised 
deployments. 


15.0 STRATEGY NOTES 


15.1 Task Force Movement 


_ Eachturn the players will have the chance to changeaTF's 
direction. The TF will move automatically when it accumulates 
50 ormore movement points. Carrier TFs that are conducting air 


and carriers al Midway 


same 
operations will move very slowly unless they are facing the sa 
direction that the wind is blowing trom ihe heir 
points is caused by the carriers alternating between TC) 
assigned course and the “WIND FROM” direction to ta 


recover aircraft 


15.2 Searching 

Searches should be performed by seaplar 
possible. Searches are necessary to pinpoint t 
enemy TFs so that they may be attacked. When 
location of the enemy carriers is unknown, the \ 
concentrate the search planes in the areas surrou Ne 
friendly carriers. The total number of search missions 
seldom exceed 7 or 8 


.3 Fighter Patrols 


and bomber groups that enter their patrol are: 
turns, carrier TFs should maintain at least one 
airborne at all times to shoot down enemy see 
when enemy bomber attacks are expectec 
should maintain at least half of their fighter s a 
fighter patrols. In scenarios where the U.S. player has fe 
carriers can launch 40 to 60 fighte' 
bombers are detected. 


15.4 Bomber Missions 


(1) the number of fighter escorts included and (2) the total 
number of aircraft formed into each mission 


bombers to prevent the bombers from being slaugmeresiy 
enemy fighter patrols. Bomber missions attacking tthe As 
normal range should form large groups of dul ae A 
escorts. Bomber groups attacking targets at extendec iS is} 

should form several smaller groups of less than 15 aircraft e 
Extended range for Japanese bombers |s 6 or 7 hexes 
Extended range for U.S. bombers is 4 or 5 hexes 


15.5 Carrier Operations 


airbases y of the main Japanese 


Applets a registered trademark of Apple Computer, inc 


oy 


The loss of movement 





nes whenever 
he location of 
the general 
nitis important 1o 
nding the 
nould 


KO WHITE BORDERS: 
\mpassable tana maces 


attack enemy seaplanes 
Fighter patrols may be used to atta’ os Duxing daylight 


fighter mission 
aplanes. On turns 
{, the carrer TFs 
trength in protective 
adar, the 


rs on the turn the incoming 


: ctors are 
When launching bomber missions, the crucial factors af 


As arule of thumb 
bomber mission should include at least 1 fighter for every 3 


ach 





Carrier operations consist of launching and recovering 
aircraft. Carriers are limited in the number of operations they 
may perform each turn due to their limited space. Carriers that 
“spend” too many of their operations launching aircraft may be 
unable to recover aircraft on the same turn. Likewise Carriers 
with overcrowded decks (aircraft on deck exceed minimum 
operation limit) will also be unable to recover aircraft on the 
same turn. On turns when a large number of aircraft are in 
landing patterns, the receiving carriers should turn into the wind 

and clear the decks of excess aircraft. The total aircraft 
launched should be regulated to insure sufficient remaining 
operations to land all of the aircraft, 


15.6 Coral Sea 


The JAPANESE PLAYER should move the transport TFs to { 
Port Moresby and unload the troops. The Japanese carrier TFS 
should hang near the transport TFs and bomb any US. TF that 
moves into range. Land-based aircraft should concentrate on 


bombing Port Moresby to reduce the U.S. air presence near the U4 
invasion site. % 


The U.S. PLAYER can get some early target practice using tw, 
Yorktown's airgroups to bomb the small Japanese TF at Tulag! f 
The two U.S. carrier groups should rendezvous by the end atthe # 
first day and move west during the night hours. The US. cruiser q 
TF should move Northwest and attempt to engage the k 
Japanese Transport TFs in daylight surface combat. Weather 1 
permitting, a major carrier engagement should occur on the 


second or third day of the game ' 
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=NCE OF PLAY 


is a two-sided game: American vs. 
in forces must be commanded by 
anese forces may be commanded by 


nputer. 


tion Phase 


action phase, the player(s) select a 
conditions under which the game 
arsion the set-up may be changed 


1bers: 


eC 
3S 


itering the following numbers: 





3.2 Historical Set-Up 


and aircraft to their historical tocatio 


At the stari of each game the cor 


3.3 Random Set-Up 


locations altered. 


_ YET Ne GST ea 


The players may randomize the setup somewhat in all 
scenarios except CORAL SEA. In the MIDWAY scenarios both 


American and Japanese carrier TFs will have their historical 
in EASTERN SOLOMONS and SANTA 


CRUZ all Japanese TFs will have their locations altered. 


3. 


4 Sequence of Play 


American TF Adjustment Phase 
Japanese TF Adjustment Phase 
Japanese Adjust TF Heading 


. Japanese Launch Air Missions 


Japanese Arm & Fuel Aircraft 


. Japanese Land Aircraft 

. Japanese Move Air Missions 

. American Radar Report 

. American Adjust TF Heading 

. American Launch Air Missions 
. American Arm & Fuel Aircraft 

. American Land Aircraft 


American Move Air Missions 


. Combat Resolution Phase 
. Save-Game Phase 


3.5 Keeping Time 


Each game turn represents one hour. At the start of each 
turn the clock, calendar and weather are adjusted to reflectthe | 


i passage of time and the changing battle conditions. Daylight 
> 5.0 TASKFORCEN 


hours are 600 to 1800 (inclusive). 


4.0 TASK FORCE 
ADJUSTMENT PHASE 


display a menu listing two options for adjusting the composi 
tion of your task forces and five options for viewing the current 


ns Oo 





4.2 Transferring Ships 

Enter the numbers of the “gaining” and “losing” task forces 
The two task forces must occupy the same hexagon on the mat 
The procedure for transterring ships is tne same as a 
scrited in 4.1. A task force may never contain more than 20 shi 
When a ship transter occurs, the gaining task force's ma 
Ment Points will be adjusted to equal thatoat either the gainin 

losing task force (whichever is lowes\). 


4.3 Ending the Game 


Both players should agree betore ending the gam 
computer will display the final score and a list of all shir 


during play. 
4.4 The Map Display 


The maps used in Carrier Force employ a hexags 
hexes high by 31 hexes wide. Only afraction of the me 
high by 13 hexes wide) can be viewed al one time. E 
the keys 1-6 the cursor can be moved around the 

2-NE,3-SE, 4-S, 5-SW,6-NW). \f the cursor is movec 
of the display then the map display will scroll } 
hidden portions of the map. 

American task force symbols will be colo 
Japanese task force symbols will be colored « 
Apple computer American task forces that occ 
base hex will be colored purple, Japanese * 

occupy an island or base hex will be colored ¢ 

—\ and Japanese TFs stacked together will have 

To check the friendly task force numbers in. 

by the cursor press the (8)LOOK key. To return 


press the (O)EXIT key. 


Task force movement occurs al the 
after all combat has been resolved. 
accumulated 50 or more movement F 
(the direction of movement is deter 
heading). A task force that moves will 


its Movement point total. 


During the task force adjustment phase the computer will 
5.1 Fleet Speed 


At the start of each turn a tas 


status of vour forces. To enter the desired routine just press the ; ; 
Sone Sonn numbered key. guste points equal to its fleet speed. Th 


4.1 Dividing Task Forces 

Enter the number of the task force you wish to divide. The 
computer will list the ships in the selected task force and 
display their maximum speed, damage and fire levels. 

The maximum number of task forces that the Japanese 
nlayer may use is equal to 10 minus the number of Japanese 
land bases for that scenario. The maximum number of task 
ivrnae that tha Amarican nlaver mav tice is eaiial to 9 minus the 


30 OR the maximum speed ai the 
which ever is lower. 


5.2 Loss of Movemen 


During the course of eact 
certain actions that will Cause 
task force that changes head 

points for each compass Pol 
point total will never be redu 
when chanaina direction). 


were 






; j ft inc 
determined by the type AeA of missions 


ordnance being carried. Listed below are the types 
and their descriptions: 


F (fighter patrol) __ 
‘ Eieets entirely of fighter 


bases or task forces. 


AS (anti-ship) 
Consists of bom 
bombs. May not be used toa 


fighter escort. 

HE (high-explosive) 
Consists of bombers 
suited for attacking enemy D 
reduced effectiveness. May in 


N (not armed) 

Consists of unarme 
their mission or were launch 
a fighter escort. Also may consist of unarme 
naissance planes without a fighter escort. 


In order to launch an AS mission, the bombers must have 
been readied during a previous turn with AS ordnance. In order 
to launch an HE mission, the bombers must have been readied 

during a previous turn with HE ordnance. 


6.3 Operation Limits 


__ Each base and carrier is assigned a limit to the number of 
aircraft it may launch and land in one turn (each aircraft 
launched or landed equals one flight operation). Carriers have 
a eee cation Le that varies with the carrier TF heading 
in relation to the wind direction. The land bas ion limi 
ee ee € operation limits 
If a carrier TF heading is TWO or more c 
ing | ompass poin 
se from the wind direction then the carrier ae a 
i. iS MINIMUM OPERATION LIMIT for that turn. If a carrier TF 
ing is ONE compass point different from the wind direc- 
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type aircraft Used to protect friendly 


oes and/or armor piercin 


carrying torped: 
se eet ge ee i ases. May include/a 


ttack enemy b 






sive bombs. Best 


carrying high explo 
ships 


bases. May attack enemy 
clude a fighter escort. 


d bombers that have completed/aborted 
ed for search only. May include 
d Judy recon- 
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recovered by the ship/pase fom Br" ae. *y count against 6.4 Forming Air Mis ; 
Launching or recovering a ane Air missions may be formed from available seaplanes or 
— peameoN t™ readied combat aircraft. It is possible to form a new mission ; 
issi from one carrier/base and then reinforce it with aircraft from 
6.2 Combat oon ape bat aircraft is aROIOE carrier/base within the same hex. When reinforcing 
eee nis lee Sede aver the type of a mission that has been in the air for one or more turns the 
jnged 2 - craft will be assumed to have been in the air as 


carrying AS ordnance 
nas bombers Carrying 


otbecom ; 
may t be split up after they have —_ 


HE ordnance. Air missions canno 
issions will suffer a movement point loss on the 
unched. Missions that have been in the air for 
uffer no movement loss if reinforced. 
There is a loss of one movement point for approximately 
every 15 planes in the mission (this will vary randomly) plus the | 
loss of one MP automatically on the first turn a mission is inthe / 
air. A maximum of 3 movement points may be lostin this manner. 
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7.0 ARMING & 
FUELING AIRCRAFT 


Combat aircraft must be armed & fueled (readied) and 
moved on to the deck/runway before they may be launched on 
air missions. 


7.1 Bomber Ordnance Selection 
A bomber ordnance selection (AS, HE or N) must be made 


for each carrier and base. All bombers readied on a Carrier or 
base will be armed with the selected ordnance type. 


7.2 Deck/Runway Capacity 


The deck/runway capacity for a carrier/base represents th 

€ 

maximum number of aircraft that may be readied’ one time 

ee sug e always considered to be on the deck/ 
. The deck/runway capacity is equal to th 

MAXIMUM OPERATION LIMIT. ae ee 
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During the air 
search, initiate CO! 
missions movemen 
mission number. 

8.1 Air Mission Statu 

j i j iss! xne Pp 

Prior to MOVING each ait mission 

status display for that mission. the status d 


(1) mission location 

(2) mission number 

(8) time in the air 

(4) quantity of each type 
(S) ordnance carried by ea 
(6) air time remaining for € 


For bomber type missions you will 
ordnance” before moving the ait miss\ 
units movement allowance by 1. 


8.2 Air Move Display 


After exiting the mission status 
drawn on the screen with the cur 
location of the air mission. The menu 
will indicate the players Options. 


(1) move north 
(2) move northeast 
(3) move southeast 
(4) move south 
(5) move southwest 
(6) move northwest 


(7) \and 
(8) search current hex using 2 


(9) identify TF numbers of trier 
(0) search current hex USING ( 


A\so displayed is the air | 
nates and its remaining MO’ 
Seaplane (SP) missions 
immediately if their home 6b: 
missions that select optior 
a friendly base is in the sa 


8.3 Searching 
Each time an air miss 
enemy TFs in thathex. An 
without moving by using 
overcast weather an air! 
each enemy TF in the f 
searching that hex (1! 
chance of locating ass 
the chance may be as 
further lower the % cf 
_ Only HE missions 
missions may fly alr 
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When an air m 
receive a “sighting 
type abbreviations 

not be entirely acc 
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combat. The ct f initiating combat varies with the size of Sas 
8.0 AIR MOVEM ENT sell ana paethiy oe mcsiore and the weather. Airto-alt : 
: combat will only occur if one of the air missions involved is a 
j During the air movement phase air missions May move, fighter patrol (F). 
aI IOS search, initiate combat and/or enter a landing pattern. Air ~ “If a fighter mission expends movement points in a hex 
missions movement is completed sequentially according to air containing enemy aircraft then it may only engage the enemy < 
mission number. - missions armed with bombs. lf a nomfighter mission SAOOnS 2 
12 -QG —5 € . cr ee . r move points in a hex containing enemy aircraftthen it may Only C 
12 yf 8.1 Air Mission Status Display engnce the enemy fighter missions in the hex. 
12 Prior to moving each air mission the players May view the 7 When opposing air missions engage In combatthe mission 
ne status display for that mission. The status display lists the data: with the fewest aircraft will be unable to move any further 
17 (1) mission location that turn. 
@ Biesion number 8.6 Movement Points 
ime in the air Sour 
: An air mission assumes the speed of the slowest aircrait 
} sh ge hctiabitid Sele Mies orelan tvoe included in the mission. One movement Points subtracted 
rdnance carried by each aircraft type Jam thes peaeitianvariae.aircratin th Aten a rare a een 
(6) air time remaining for each aircraft type irOM UGS is ¥.O1the alrcraltin Ine (uss KOS 
g eee bombs or torpedoes. \f a bomber mission declares an attack a 
, For bomber type missions you will be allowed to ‘Jettision before it has used all of its movement points then the unused -—~ 
1able to ordnance” before moving the air mission. This increases the air points will be added to its next turns move. a 
DU) will units movement allowance by 1. Listed below are the maximum speeds of the airefaft in 
the game: Zp 
8.2 Air Move Displ 
hove oP 2 | | ZEKE A SBD 4 
After exiting the mission status display, the map will be VAL 4 SBOU 3 
drawn on the screen with the cursor indicating the current KATE A TBD 2 
re location of the air mission. The menu at the bottom of the screen BETTY 4 TBE A 
a will indicate the players options: NELL 3 B26 ~ 
1g (1) move north JUDY 4 B25 A 
e (2) move northeast FAF 4 BIT A 
; (3) move southeast F2A 4 A24 A 
(4) move south P39 5 SEAPLANE ‘} 
@) move Sous! (1) Form 20 SBD Plane strike. Loss 
a Ce Bae res of 1 MP due to size of strike. 7 
(el concn cuienthmausing al J : Automatic loss of 1 MP from Friendly TF 
Salt using all remaining move points take-off (total loss of 2MP), 
(9) identify TF numbers of friendly TFs in same hex >) M + dunaat thie. 
(0) search current hex using only 1 move point (2) Movement during lrst tum n alt, 





ee ee (3) Movement during second turn 
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